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%* INTRODUCTION 

eleonre io KING'S QUEST V; 

“Absence Makes I he Heart Go Yonder*" 

KING'S QUEST V continue with the saga of the King 
Graham family who reside in the Kingdom of Daventry, 
In “Absence Makes ihc Heart Go Yonder/' King Graham 
must rescue his kidnapped family from the clutches of an 
evil wizard. Morduck, who has whisked them and their 
c a.vlle to a faraway land in rtvenge for his brolher. the wizard Manannan, who had 
suffered a hum i I inning defeat at The hands of Graham's son, Alexander tas seen in 
KING'S QUEST III: “To Heir is Human/’). 

With the magical help of a know-it-all owl by the name of Cedric, Graham is 
transported to the land of Serenia where he is introduced to Ccdlie’s kind, but 
■doddering, employer the wizard Crispin. Crispin, being a hit out of practice, can 
only offer Graham limited help; an old wand, Ihe ability to converse with animals, 
and hi sow l friend Cedric to guide Graham to Nfoidack's castle where his family 
is held captive. 

From Crispin’s house, Graham and Cedric set olf on a perilous mission to cross 
the great mountains edging Sercnia, and from the other side find their way to 
MonJack’s island stronghold. Will they survive the dangers of the mountains? Will 
they be able to locate the evil w izand’s island in the vast ocean on ihe other side? 
Will Graham discover ihe reason for his family’s abduction? And the higgesi 
question of all: will Graham he able to overcome the powerful Mondack and bring 
his family home in safety? 

Th is is indeed a dangerous quest and the two companions are going to need all the 
help they can get? So pul on your adventurer s hai and supply Graham and Cedric 
with all the aid and encouragement that you cm muster to bring them till home 
safely. 

To play an adventure game is to enter a world of faniasy* where YOU can control 
the main hem or heroine. You can pretend to be King Graham. You will guide him. 
You will think for him. I le will be totally dependent on your actions and decisions. 
You can bring him to a successful conclusion. But. if you arc nol careful...you can 
also cause his unhappy death. 



1 


As Graham, ihroughoui ihe game, you will encounter obstacles and puzzles 
designed to thwart you. Many times you may feel that all you need is a little hint 
in the right direction to get going again. Other times a puzzle may have you so 
confounded that you require the outright answer? Hopefully, if you're slumped, 
this hint book will put you back on track again.. 


« HOW TO USE A HINT BOOK: 


€ HOW NOT TO USE A 
HINT BOOK: 

3 have NOT created ihis book with die 
intention that you should sit down and read 
it through before playing the game. Rather, 
the opposite is true. I would feel most 
proud to know that you actually played and 
solved the game WITHOUT ever looking 
at this book! Thai would show’ great in- 



If you feel you're siuck, look for a question that most resembles your problem. 
The hints usually progress, from top to bottom, from a men? him or “nudge” to an 
outright answer to the problem, To uncover a reply to a quest ion. simply place the 
see-through red “advemure window” over 
the firsi answer. Seemingly by magic it will 
appear? I feel it’s best to solve adventure 
games without looking at too many 
answers, At first, try eo get by on just a 
small hint (the first answer). ONLY if 
you're really stumped should you go for 
the absolute answer (ihe last answer in the 
series), 


r-5it 


tegrity ant! perseverance on your part. If 
you must have help, read only those hints 
pertaining to your particular problem. 


•Ail Lfc^inn^ r \ FVN ounce pi fiM lilt lutuw; i.if 
(he *iah wtm lives nt Die FwesL 













If You've Finished 


KING’S QUEST V: 


II you've "‘won' 1 the game and your 
Htnre was not the maximum 1:260),, I“m 
sure that we tan entice you to play again 
to better your score. If you did not 
receive the maximum score, there are 
things you did not do or see. Sian the 
game over from the beginning. Be more- 
observant. Try to M get" everything you 
can. In some sit uations, try doing things 
differently than you did before. 

I’ve included a section toward the end 
of (his book called “After the End of the 
Game." Do NOT read ihis sen ion un¬ 
less you feel you've I tied everything 
and cannot seem to obtain lhe maxi¬ 
mum score of 360. This section will tell 
you which items you might not have 
found, things you might not have done, 
or alternate ways of doing things, 
Agai n. do NOT treat 1 hi s seel ion I ighi I y. 
To see it too soon could ruin the game 
for you. 





An ciJiJcr mnn, yd vfly sty ill" w,|s the -lit direv 
lion wIlichEcdlD lhisfinaiitititiiituf kinj.'( Irjhank. 


If you have enjoyed this game. I’m sure chat you will like KING’S QUEST V’s 
predecessors: KING’S QUEST I, II, III, and IV. Good luck on your adventure, 
and I truly hope you enjoy KING'S QUEST V! 
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Roberta WHtiams 


1?The World of KINGS QUEST: 
A Brief History of Da vent rv 

m i. 


efore we start with the real reason for (his hook, namely 
she hi nls to KIMG' S QU EST V, allow me to give you some 
background On King Graham, his family, and how they 
came lo rule the Kingdom of Daventry, It all began one 
stormy night in a small log cabin where this fantastic idea struck me,,mo. no, josi 
kidding! 



Actually, in early 3983 a big company called IBM 
contacted my husband Ken Williams, President of 
Sierra On-Line, to have us design and program an 
adventure game for their then top-secret computer, the 
PC Junior. They warned a game lhat would show off 
t(s sixteen colors, its three-voice sound, and would lake 
advantage of ils I28K of memory. It had to have 
colorful graphics, animation, music, and sound effects, 
and, even more...it had to be done within a year to 
coincide with lhe PC Junior's roll-out date? 

My wonderful, loving husband came to yours truly 
with ihis "plum” project. He was very excited about it: 
I was very nervous. Imagine having income up with a 
game that COUld help make or break IBM'S new home 
ComputerLand possibly your own fledging software 
company ;.ih well? It was a huge task. 1 immediately set 
to work trying to come up with ideas as I only had a 
week or two lo think of something. As a young girl. 1 
had had a passion for fairy tales, residing them over and 
over again, and it was to this old interest that I turned 
in my desperate hour. And so,,,the lard of Daventry 
was bom. 

























KING’S QUEST I: “Quest for the Crown": 

cumc up with a character called Sir Graham, who lived 
in the enchanted land of Daventry, He was the favored 
king hi of Daren try's monarch. King Edward the 
Benevolent. As King Edward was getting on in years, 
was in poor health, and had no heirs, he decided to call 
fbr his favorite knight one fine spring day with a special 
pronouncement. He informed Sir Graham of his dilem¬ 
ma of having no heirs, and ihus no one to replace him 
should he die, and which in his weakened condition could be soon. He told of three 
treasures belonging to the kingdom of Daventry, which had been stolen in times 
past by some tess than agreeable characters: a magic mirror, which, foretold the 
Suture; a magic chest, perpetually filled with gold coins: and a magic shield, which 
would! protect its bearer from any harm. But since the disappearance of these 
treasures. Sir Graham was informed. Daventry has weakened, and may soon 
crumble and die along wdth its old monarch. 

This was terrible news indeed, but King Edward had a solution to his problems; 
if Sir Graham could find, and return, the three tost treasures of Daventry, he would 
be crowned king after King Edward's death. Saddened by ihe thought of the old 
king’s death, hut heartened by the possibility of helping Daventry, Sir Graham 
bravely set Out to recover the stolen treasures. After various adventures and 
altercations, Graham successfully retrieved the three treasures and Nought them 
back in triumph to his king. Soon thereafter, though. King Edward died and Sir 
Graham was indeed crowned King of Daventry, 




Ttw finalized ^iinhcuid. * |uiiim icvn Exit. Ihs fuurkLuion IW jJI -"O H.inc design Assrll ..v.- iruL inJ 

,|iirjS-ir,i is cs'cmidl ic viuulirinj j jjit*,- 
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KING'S QUEST II: “Romaruin S the Throne": 

everal years later, King Graham being popular and 
respected, and Daventry having regained its peacefulness 
and prosperity, the future seemed bright indeed. There 
was one small problem, however. King Graham was very 
lonely. He wished for a wife to bring bim love and 
happiness, He wished for heirs for his kingdom. But there 
didn’t seem to be a suitable candidate in the immediate 
Daventry area. What to do?! 

One day. while gazing into the magic mirror hanging on the wall near his throne. 
King Graham happened to sec a vision of a beautiful girl imprisoned within a 
quarts tower in the faraway land of Kolyma. Her lovely face captivated him, her 
plight intrigued him. and her obvious courage under such dire circumstances 
attracted him. She seemed to be looking at him. calling for him. King Graham was 
Impelled to go to her, to rescue her from her prison. Would she love him? Would 
she consent to be his queen ? He didn't know the answer to those questions, but 
he hud to try nevertheless. 



King Graham subsequently went on a journey to the land of Kolyma w herein he 
discovered a door standing up all by itself in mid-air. ai the fool of a mountain 
range. Curiously he studied it. h just looked like a plain door, leading to nowhere. 
He walked around to the back of it. Nothing there but (he back of the door. He 
tried opening it. It was locked. Just then he noticed an inscription written on the 
door. The inscription suggested that this could be a magic door, and offered a clue 
to where a possible key could be found. Thus enlightened. King Graham set out 
to search the land of Kolyma for an elusive key to the magical door. 



;-j . ypy th 1 




_L 

t-e WT*s? 


Anther wcddh of mnipfcuMj; Th*s pul plots Lhc mmcnMm from ilw fnrijfh a wclrai of forea 

hoi Grahjm ai ongirulJ) *ipp,>Kfil n> m«i i fi iliit- i srtd tiflttIhr cdlfc erf Uk dirt, vs no! 
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After an exhaustive search, and many adven¬ 
tures, King Graham eventually discovered not 
only one door, but THREE doors,, one right 
behind the other. Which required THREE keys 
to he found. Once through the three magical 
doors, Graham found himself on an enchanted 
island in ei wild sea. where he discovered the 
quarts lower and successfully rescued the 
beam iful girl. As soon as K i ng G raham saw her 
he fell instantly and deeply in love wnh her, 
and she with him. Her name was Valanice and 
she told, him she had been imprisoned in the 
tower by a jealous witch, And yes. she agreed to become his wife. After returning 
to Daventry, in a heauiifut wedding ceremony, Valanice became King Graham's 
w ife, send Queen of Davcnl ry, 

g'KINC’S QUEST HI: To Heir is Human”: 

year after the wedding of King Graham and Queen 
Valanice. tw ins were bom to the happy couple; a dark- 
hriircd boy, and a golden - haired girl. The boy was named 
Alexander, and the girl, Rosella. Ore morning about six. 
months later. Queen Valanice looked into the nursery and 
found it unattended with Alexander's crib empty and 
Roscllacry ing uncontrollably.The castle was scouted high 
and low, and every inch of Daventry was searched, hut 
there was never any sign of the little boy. The entire kingdom sank into a ileep 
depression that never lifted, and as a direct result, was unable to defend itself when 
a terrible dragon moved into the area and caused mass destruction. Through it all. 
the big question remained like a brick upon the breast of Daventry: what HAD 
happened to little Prince Alexander? 

Eighteen years later finds an unhappy lad by the name of Gwydion searching 
desperately fora way to escape the slavery enforced upon him by the evil wizard 
Manannan. Manannan and Gwydion lived in a house high upon a mountain peak 




An delimiter's oMnpkied L-.imircpi far 

Cedric. 
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An artist's early eenctpH of j 'surfacedetail' of Harpy l-sl^rwl. The drawiragi and paiqib^ fohowing 
libs Lsnnoepi h^vamc llie an we now ace In ihc ganw. 

in the center of Llewdor, a land far across the sea from Daventry. The poor boy 
knew noi w hence he game from, or how Ire got to be there; all he knew was that 
he'd lived his entire life with the cruel wizard. For as long as Gwydion could 
remember, the wizard haul treated him cruelly and very rarely let him out of his 
sight. 

Manannan was very keen and noticed anything out of the ordinary, so the boy 
needed to be very careful with any escape plans. Gwydion decided to fight fire 
with fire; (hat Is. to fight Manannan with his own magic. When the wizard wasn'i 
looking, Gwydion would sneak to the laboratory and learn magic spells and would 
secretly gaitier the materials needed to cast them. One day he got ihc break he 
needed; when Manannan ’5 attention was diverted, Gwydion was able to mm the 
wizard into a cat. who ran away vowing he would get even. But Gwydion wasn‘i 
worried, he was too happy about his newfound freedom. 


55 























Dunng his subsequent travels around Llewdor, Gwydion discovered his true 
identity; dial he was really Prince Alexander of Da v entry. With ihis news he was 
eager lo find his way there, and Pacer managed to cross the vast sea dividing 
Llewdor and Daveniry. From the coast he rest needed CO cross the great mountains 
surrounding Daveniry. whereupon he discovered a dragon which had been ter¬ 
rorizing Daveniry for years, Using his fledgling magical skills 
Gwydion...oops!,,, Alexander managed to overpower iI,and save his captive sister 
Rosella in the process, From there, the brother and sister went on home co a joyful 
reunion with their anxious, but loving, parents. 

* KING’S QUEST IV; -The Perils of Rosetla"; 

rinee Alexander and Princess Hose I la were tearfully and 
joyfully reuniting with their parents. King. Graham and 
Queen Vatu nice, who had feared they had now lost BOTH 
of their children lo devious circumstances, w hen the stress 
of it ail proved too much for King Graham. He was about 
to pass his old adventurer's hat on to his two children, 
when he was suddenly struck with a severe heart attack. 
As he doubled over in pain and fell to the floor, dropping 
the hat in the process, his wife and children rushed to him in a panic. The hat was 
quite forgotten and left lying on the throne room floor in the ensuing uproar. 

As King Graham lie. near death, upon his bed. his wife and two children hovering 
worriedly over him. Pr incess Rosella was suddenly overcome with e motion at the 
terrible thought of her dear father dying. Sobbing, she ran from her father’s 
chamber and into the throne room where she knell at his throne and wept 
uncontrollably into its cushioned seat, staining it with her team. As she was thus 
preoccupied, a vision of a beautiful fairy suddenly appeared in the magic mirror 
hanging on the wall near the throne, Hie fairy spoke lo Rosella, through the mirror, 
and told her of a magical healing fruit which grew in the faraway land ofTamir. 
where she herself lived. The fruit, Rosella whs assured, would indeed cure her 
father and bring him buck to full health. 
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This w ars t-iif k anise"* gw- 
4:c-|*aiin] of i(k (iarku-Ltod (ihc 
cric.iriiil ikiinbc oi ihc Park 
Forest), la r^TVccr us Ihc ha'.js 
fW all the Dark Fora si 
(te'S.igr'i* lIl.iI tulkiuisji h 

Of course eager to help her father in any way she could. Roscllu learned that the 
fairy could magically transport her toTamir, w here she could find the healing fruit. 
But before reluming home, she also learned, she would first need to help (he 
beautiful fair}. whose name was Genesta, with a slight problem SHL had. Rosella 
immediately agreed to it: anything to help her dying father. She had no sooner 
assured the fairy of her help than she suddenly fell herself being magically 
transported from the throne room in her castle to a balmy beach in a strange land. 
The fairy Genestu appeared in person and informed kosclfa of her need to have 
her talisman relumed to her from her archenemy, the evil fairy Lolotte. Without 
ii. Genes ta would die in twenty-four hours. As it was, she was til ready becoming 
very weak. 

Rosella s tasks were thus set. Not only must she save her father by obtaining a 
magical fruit, but she must also save the life of Genesta by obtaining a talisman 
from an evil fairy; and she had 10 do il all within twenty-four hours! Of course 
Rosella, being j very resourceful girl, managed to successfully avoid the various 
perils thrown in her path while travelling throughout Taniir. She was victorious in 
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her quest for the fruil: s-lne managed 
io extricate the talisman from 
Lolotle and thus save Gene si a's life; 
and she found a possible Hue love in 
ihe person of Edgar, Ldoite's kind- 
hearted Mjn. True to her promise, the 
grateful fain then sen Rose I la im¬ 
mediately hack to Pa wintry. 

Upon her magical return to (he 
throne room, Rosella picked up her 
father's hat soil lying on the floor, 
and then rushed to his bed chamber. 

After giving King Graham the heal¬ 
ing fruit which indeed restored him to perfect health, she proudly placed his old 
adventurer’s hai upon his head, proclaiming dial he was not yet ready to give ii 
up; that he had many years and adventures still left in him. There were hugs all 
around, arid the future looked, very bright, for themselves and for Daventrv. 




Ami life in Daventry continues,... 
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\bc 3 m.ih/LLl tl.irpj Ursign'. 

■■jfi.'fi her re are npnaluriul muni; 
pencil vaiiBlicjns which, (hilc 
lir-U I Il-'.I . bll:n’,.ili.'Ev |«i to Ji 
firm I model. 
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Q. GENERAL QUESTIONS 


All I do is Vi under around! 

I here must he mnre to an adventure game than this! 

Yes. there is. You’re not observing what's around you. LOOK at everything, 
especially something that catches vour eye or knits unusual or conspicuous. 
Look uniter things, or on top of ihtngs. Try to TALK to other characters. USE 
the exploration process to your advantage. 

This is the lime to explore and map your world. Imagine that you are Lewis and 
Dark (the great American cxplotcis) and are discovering the great American 
West for the fiist lime. Lewis and. Cl ark didn't know their way around; ihey had 
to map their way an they went and OBSERVE what was going on around them. 
YOU are like Lewis and Clark. Adapt your thinking to the land you are currently 
walking around in. Whai WOULD you do if you were really here? 

This game is ton fa si! This game is too stow! 

Most of Sierra s animated adventure games have the capability to speed up or 
slow down. In this particular game, look at the icon bar and choose the “slider 
bur" icon. Once you have done ihiv, a choice will come between choosing 
“speed controL" “volume comrnl," or “detail cdfltrcL"GkXK« "Speed control." 
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You c.ui then use the slider Hiir 
ki %c[ a comfortabte ■‘traveling’" 
speed. It is helpful to be able lo 
“speed up" of "slow down** in 
vinous game situations. 


How do I "see" the items Vm 
carrying? 

In this game, took at the icon bar 
and choose the icon that looks 
like y satchel or puoe This will 
bnng up a screen showing detail 
pictures of all the items you're 
carrying. Front here, you will 
also be able to SELECT an in¬ 
ventory item fcsr use at (tie garre, 
or lo perhaps MANIPULATE 
I he ctojed (for Lristiatce. to opal a 
pouch) by clicking the “hand" 
cursor on it You ciin also get a 
detailed description of the item 
by cl if king the "eyt’Anrsoron it. 



> ff **-*■« bvPi>w« 


ThcfirM cwKftjri fonhe let WiicfTj Dwelling, |l wflukllattf 
How do I drop Items- bHAM 1 liclAeQiJC«n. t >Ca 5 t 1 e< 

Once you acquire an object. 

it's rol necessary Co “drop" or “Ed go" of it: you never know when you may 
need it. However, items may "go away" as you use them up or give them away. 


Anri I the only ore who keeps failing in my quest? I’m tired of starling all over 
again from the beginning of the game. iVhat am 1 doing w rong? 

One mistake people make alt ihe lime is to not SAVE THEIR GAMES! That 
is (he fir si lesson lo Eeam, Save your game OFTEN! 

What some people call a failure others call a learning experience. How can 
you learn unless you sometimes fail? Use your mistakes to your advantage. 


1.1 


l.eam from them. You canned always know what will work or not work unless 
you take risks. 

Before going into a questionable situation, SAVE YOUR GAME! In fact, 
it doesn't hurt to save your game periodically as you never know when 
something unexpected may happen. While playing an adventure game, you 
NEED 10 sometimes fail. Your mistakes are whal help you to learn and 
advance in the game. Fortunately for you, you have (he option of saving 
your game before making mistakes. Use I his option... OFTEN! 

W here does King Graham put all thal sluIT he"s carrying? 

The same place Clark Kent puts his clothes w hen he changes into Superman!' 



a Ik Through by Region; 

The Woods uud Tow n of Serenia 

Character introduction 


^CRISPIN 

An aging, kind-hearted wizard. 
He lends to be a bii forgetful at 
limes and sometimes messes up 
his magic spells, Ccdnc the owl 
is his trusty friend and com¬ 
panion, Crispin offers some 
help and guidance to Graham. 

Ilsnk iMhp k i rul of silly. g'XHl-nacured char 
;L'. I'.t ifctkn, '.l> ii : nu 1 I lie t(>*itxe jiK Ihe Uesi^n, 

produced nxwf than a few good laughs tor 
iIk ltcw of Kb^'tQntil V. 



14 

























WCKDRLC 

Actually, Cedric accompanies Graham through most of (he game; t’ir-st as. a pesky 
guide, I trier as a friend, Cedric is ihcowt companion of Aw wizard Crispin, Though 
lie Lines, prov ide SOME assisiamee lo Graham. he usually manages to w i rid up in 
some sort of trouble...and (hen needs Graham 1 * help to get out of it, 

^POISONOUS SNAKE 

Just south of Crispin’s house, Graham w lII encounter a venomous snake which is 
Nodring his path eastward. Graham will need something lo scam ii away. 

«MAN FIXING BROKEN WAGON 

In the town. Grahtun will nmaeross a man Hiring a broken wagon. Though Graham 
otters 10 assist him, the man declines his help. Perhaps later (hough, (he man will 
inadvertently help Graham when he leaves someihing behind that Graham can use. 

® tailor 

'There is a prosperous lailorshop in town where Graham can mccl a tailor w ho tries 
to sell him various items of ckMhing. There is only one thing (hat Graham is 
interested in, (hough, IF he can figure owl die means so obtain it, 

Wtoymaker 

Also in (own there is a cute little toyshop, A friendly old loymaker runs ii while 
[Liking care of his small granddaughter. Graham finds something he wants in there, 
bat needs to find a way to obtain it. 

‘^SHOEMAKER AND WIFE 

Around the comer from die toyshop there is a run-down shoeshop, .An old 
shoemaker and his Wife run it. but unfortunately don't have a single pair of shoes 
to sell. Graham feels very souy for them, aitd would tike to find away (o help them. 
If he can do that...perhaps they could help him in return, 

Scat and oat 

One time, while walking past (he town bakehouse, Graham notices a mangy 
old cat chasing a poor defenseless ra(. Graham would like to find a w ay to save 
the rat from the cat, but how? 
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• an* hi* »-i> I'J.'Kt Ihe LhiriCrt ofche-Swanty H(S£ tnn It m» lokr m i^inK 

f Inn Crnm Sy- kwhi for rcfctmi. 


m THE BAKER BROTHERS 

The Baker brother run the lawn bakehouse. Ihiese two are big, burly fellows 
who have delicious custard pies for sale. Graham's mouih waters w'hen he sees 
(hem. and would love to buy one; if he could only find ihe means! 

IS 











































W PRINCE HERBERT 

Sitting on a bg ins [he woods, Graham runs across a young prince in a search 
for his lost fiancee who has been stolen by a jealous old witch, Perhaps Graham 
can help find her. 

SWEEPING WILLOW TREE 

In another pan of the woods. Graham sees a weeping willow tree strumming 
sadly on her harp. Poor thing, she was a princess who was turned into a tree 
by an evil witch.. Graham can help her. IF he can fmd her stolen heart which 
the witch turned to gold and hid some where. 

ft OLD GNOME AND GRANDSON 


An old grandfather gnome Lind his young grandson live in the wood s just south 
of the weeping willow nee, A marionette that the young one plays with captures 
Graham's attention. Perhaps Graham can find a way to obtain it. 




f? INNKEEPER AND PALS 


Near the river lacs a rustic country inn. 
The innkeeper is, however, not quite so 
charmang. Neither are his hooligan bud¬ 
dies. Graham can find himself in big 
trouble if he tangles with this bunch, so 
he had better be prepared! 




BEES AND HEAR 

Just downstream from the inn. Graham 
runs across a beehive in a rotted old tree. 


He h ad better be earefu l. thoug h: bees can 
be very vicious when their beehive is 
threatened! la sure would he nice to have 


a chunk of honeycomb, though. A big old 
bear might help the situation, IF Graham 
is careful! 


Thk sketch mjo'csI a 1 - tNe final guide Jew 
duM|cmng the i inur. 



" j 


Wants and dog 

Graham comes upon a large anthill just north of the beehive, but there doesn't 
seem to be anything to do here, A snarly old dog may unintentionally come to 
Graham's aid, though. 

WGYPSIES 

In another part of the woods, Graham sees a gypsy wagon, which houses a 
fortune teller Unfortunately, a gypsy man demands (he price of one gold coin 
before Graham can see her. Where can he get that kind of money? 



-An first concept erf Cmpin’s 

IhCHJ^ Lind yurtl Although MKllt changes 
Occurred i it ihe linn] lh jltw vcrskKi, the basic 
rtroetepj renuifK intAci. 

















Questions and answers 


Once 1 leave Crispin's house at I he beginning of the pa me, can I ever go back 
in again? 



Is there anything I can do outside of Crispin's house? I noticed a funny gadget 
there. 
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In town, am t supposed to help the man fis his wagon? Currently, he refuses 
any help. 



Is there anything 1 can do with the broken w agon? 



besides (he tailorshop, the toyshop, and the shoeshup. is there anything else 
I should pay attention to in the town? 



[ see a cloak I want in the tailorshop! How can [ gel it? 
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Questions Lind answers 

Once [ leave Crispin's house at the beginning of (he game, can I ever go hack 
in Halin '- 3 

Yes, once. 

You may go bat:It trilo Crispin's house ant? more Time, but he'll |usl send you 
buck outside again, telling you that he his dune all he can. He also tells you 
lIt.li he'll be gone for awhile. After that, his door ls locked. 

Is there anything I can do outside of Crispin's house? I noticed a funny gadget 
there. 

It may be a funny gadget hoi it has nothing to do with you. 

Tins is a private home! You shouldn't snoop around here, 

In all seriousness, (here in nothing in be done around rrispin's house. It's best 
to move on. 

What sorts of things does Cedric du to "help" me. 

Not much, really. He's more like Graham's pesky sidekick. 

He offers a few hints. E lell lell Graham which direction to goto gel lo different 
places around Serema. 

Ai first, Cedric helps Graham become familiar with ihc local urea, He wilt 
warn Graham about dangerou s place s. Once they enter the mountains, Though. 
Cedric becomes less useful in that panic ulur way, bul then .starts to become 
Graham's friend, from a “sitm ” point of view. 

How can f gel past the poisonous snake? 

You need to scare ha m away. 

You need something to scare him away with, 

You need something that makes -l lot of noise. 

You need to find a tambourine somewhere. 

The gypsies leave behind a tambourine w hen they go. Use it to scare the snake 
aw ay, Sometime after seeing the fortune Idler, go back to their area to find it. 
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In town, am t supposed to help the muni fix his wagon? Currently, he refuses 
any help. 

No, he ducsn 't need your bdp 

He's got it under control. Thanks anyway. 

He might leave something behind when he g<ies. Look carefully around the 
ti rea a fte r he \ gone. 

The man leaves behind a silver coin. You'll notice ii on The si reel near The 
broken wagon. 

Is there anything I can do W ith the broken wagon? 

Nope. 

The wagon is really just an obstacle to logically keep you from going down 
the small side street. It's just a prop. 

Besides the tail or shop, the toyshop, and thesboyslmp. is there anything else 
I should pay attention to In the town? 

Look carefully as ihe picture of the town, Do you see anything of interest? 
There are a couple of things to do here. 

Dn you see the barrel on the comer? 

Do you see a small glint new The broken wagon l AFTER the man fixing n 
his left l? 

Look in the barrel on the comer. You will find a smelly old fish in there. 

Lend, mi the street near the broken wagon ALTER ihe m:m his gone, You will 
find a silver coin he left hchind- 

1 see a cloak I want in Ihe tailorshi>p! How can I gel if? 

The tailor has lost something he treasures. 

The tailor lost something near the country inn. 

There is something that belongs 10 the tailor in (he buyback by the country 
inn. 
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I saw a cat chasing a ral outside the bakehouse! Should l do semelhing here? 



There a re custard pies for sale in the bakehouse, but I need a siher coin. Help! 
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I mel a sad prince in the woods. Is (here something ] can do for him? 



The weeping willow tree needs her hear) buck. Where can 1 find it? 



] came across iwo gnomes in the woods. The v nunger one was playing w tlh a 
marionette. Tell me what to do to gel it! 



Whenever I enter the inn [ keep gelling hit on ihe head and thrown in the 
cellar w here L find myself liiKl up in a rope, ..and [ die! How can 1 get out of 
ihk'?! 

























By helping I he anls with their “dog” problem, they wilhn turn help you find 
the lailor’s 1os.C golden needle irk the haystack by the inn. Return the golden 
needle to the tai lor. 

J saw a wonderful little sled in the toyshop! I’d lute to buy it. 

First, you need to find something that the toy maker would like in exchange. 

The toy maker is always interested in unusual new toys. 

Go visit the gnomes. Do you see the marionette ihai the boy gnome is playing 
with? 

The toy maker w ould love to have the marionette'! He would gladly exchange 
ihe sled for it. 

By reluming something that belongs to the old gnome, you tan obtain the 
marionette from his grandson. Take that to the toy maker who will give you 
the sled in return. 

There are no shoes For suit in the shoeshop. Whal do I do there? 

You need to give them something that they’d love to have! 

The shoemaker is always interested in fine shots. 

You can obtain a pair of line shoes from an elf who lives in the dark forest, 
lake them to the shoemaker who wilt give you his cobbler s hammer in feitmt. 

I saw a cat chasing a rai outside the bakehouse! Should I do something here? 

Yes. Save ihe rat from the Icmblc jaws of the calf 

You need to throw something at the cat in order to save the rak 

You can throw either the old shoe, or the stick at the cal. Either of those will 
hit the cat and chase it away. Be quick, though! You'll only have ONE chance 
to do this! 

There are custard pies for sale in the bakehouse, hut I need a silver coin. Help! 

You will find a silver coin in the town. 

llte man fixing the wagon in the lowti will drop a silver coin in the sicect 
when he leaves. 


Visii the town once ami notice the man fixing the wagon. Leave. Come back. 
You will notice lhal the man is no longer there. However, near ihe broken 
wagon you wilt see a small glint. That is a silver coin that he dropped. Use it 
10 buy a custard pie at l he bakehouse. 

I mei a sad prince in the woods. Is (here something J can do for him? 

Sort of . Indirectly, 

Actually, the one you warn to help is the weeping willow tree. When you help 
HER. you will automatically help HIM. 

The weeping willow tree needs her hear! back. Where can i find M? 

In the dark forest, 

You need to conquer die wiich in ihe dark fore si first. 

M's in a tree in the dark foresi behind a locked door, Bin you can'i gel it until, 
you've conquered the evil wiich. 

] caine across two gnomes in ihe woods. The y Hunger one was plan ing «iih a 
marionette. Tell me whaE lo do to gel it! 

You need lo give something lo the grandfather gnome first. 

The grandfather gnome has fcssl something. If you reium it lo him he’ll lei 
you have his grandson’s marionette in exchange. 

The grandfather gnome has lost his spinning wheel that spins straw into gold. 
The evil wiich look n and hid it in the dark forest. If you can return it to him. 
he will he so grateful Thai he'll lei you have his grandson L x marionette, And. 
no! You cannot use the spinning wheel yourself! 

Whenever 1 enter Ihe inn I keep gelling hit on ihe head and thrown in Ihe 
cellar where l find myself lied up in ;i rope...and I die? How can 1 gel oul uf 

this?! 

Someone needs lo help you out of lhis situation. Notice (he rat hole in ihe 
cellar? 

The rat will saw you by chewing through the rope if you save her from ihe 
cat firsi. 
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Okay* [ managed in get free of the rope in the inn's cellar* hut itnw I can’t get 
Oli’I of the cellar because (he door has a padlock on it! 



Is (here anything la get in ihe inn’s cellar while I'm here'* 



Is I here anything I need in the country inn's kitchen? 



Can I ever do anything with the innkeeper besides getting hil on the head? 



I think Uiere's something important with ihe haystack hy the inn, .Vrn 1 right? 



1 found a beehive in an old tree] Hui now, how do I get (a the hive without the 
bees killing nte? 



I see an old bear pawing at the beehive in the old iree! Is there anything t 
can do with him? 



Okay, I gut a honey tomb from the beehive, before l go* is there any Ihing else 
of importance around here? 



I found a huge anthill! Can ! do anything with il or the ants? 
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Look hi l lie question about ihe cal chasing the mi near ihe bakehouse. IT yi.ni 
vjve the rat from the cal r the rat m.- fell then save you by chewing through the 
rope. 

Okay. L managed to gel free of the rape in the inn's cellar* hut ruiw ] can't get 
OUT of the cellar because Ihe door has a padlock on it! 

I hope you have something io hreak the padlock. 

Do you have the shoemaker's hammer? 

If you have the shoemaker s hammer, you c;m use n lo break the padlock and 
let yourself out of the cel lar. 

Is I here anything tu get in ihe inn's cellar while I’m here? 

Look an the Hoot. Do you see anything of interest? 

Gel ihe rope I 

The rope is ihe only thing of interest in the inn’s cellar, 

Is I here anything 1 need in the country inn's kitchen? 

Do you sec a cupboard in the tuck of the room? 

There is a leg of lamb inside ihe cupboard. Gel Lt. 

Can I ever doanylhing wilh the innkeeper besides getting hit tin the head? 

Nope, 

J think there's something important with ihe haystack by (he inn. Am ] right? 

Right you arc I 

There's something in the haystack that you need. 

But you can't find it by yourself You need help. 

The mils w ill he Ip you with the haystack, but you need to help them firsi. Look 
at ibe question about ihe sills. 

I found a beehive in an old tree! Kul now, how do J get lu the hive without Ihe 
bees killing me? 

You need to make friends wilh Ihem first. 


You need to save the bees from a big old bear firsL 

‘Hie bear will come if you'it carrying ihe fkh [that ^ found in the barrel tn 

townX 

Throw ihe fish ai’ihc bear. He wifi take the fish and wall away with ii, The 
bees will he so grateful ibai they‘It ki you take a honeycomb frtjm ihe hive, 

I see an old bear p&w ing at the beehive in the old ireet Is there anything t 
can do with him? 

Aren’t you carrying a fish? 

Throw the fish it ihe bear. He would raihurhave Ifru than honey. 

Okay, J got A honey comb from the heehise, Berime I go* is there any Ihing else 
of importance around here? 

Look on the ground by the iree. Do you see anything interesting? 

Do you see a stick lying on ihe ground at (he base of the old tree? Get ii. You’ll 
need it later. 

I found a huge anthill! (.’an 1 do anything with it or the ants? 

You can't really ever do anything with die ants themselves. Later on you'll 
i« someone bothering their an thill and you'll be able m help them with that 
problem. 

Later on* you'll see that a snarly old dog is digging at the anthill. If you can 
get rid of the dog, the ants will he s cry grateful ami will do something to help 
you in return. 

A dug is pawing &t the anthill! Cun I stop it from doing that? 

You need lo provide the dog with another source of interest other than ihe 
anthill. 

The dog loves to eftast after old shoes or slicks. 

If you have an old shoe, ora slick...ihe dog Mill chase after it if you ihraw it. 
He will then leave ihe anthill alone. The anLs will be mi grateful that they’ll 
promise you in help yon later, 
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There is a fortune teller inside the gypsy wagon, hot the titan outside won’t 
lei me in without ft gold coin! Where do J find one? 



All right, I finally got in 10 see the fortune Idler. She gave me a magic amulet 
and told me it would stop all hut I he most powerful magic. Where cun 1 use 
it? 



Is there anything else 1 can get from the g> psies besides a magic amulet? 



Walk Through by Region: The Desert 
Character introduction 


1. Bandits 

Graham can, run fmo the bandits in two places in the desert. By the temple, arul 
at their trump. He needs to he careful around them and try to hide as much as 
he can. They are very vicious and think nothing of violence. If Graham is very 
t.ibservant by the temple, lie may watch them and learn something very 
important. 


Questions and answ ers 


1 keep dying from thirst in Ihe desert! How can t find my way around it 
without dying or gelling lust? 



Is there any reason to go in the desert ft) oil? 
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There is & fortune teller inside the fit psy wagon* hut the mart outside won L t 
Id me in without a gold entn! Where do 1 find one? 

There lfv a gold coin somewhere in the desert. 

In the desert there is a temple. Inside the temple there is a gold coin. 

All right* I finally got in lu sw the fortune teller, She gave me si magic amulet 
and tuld me it would stop all but the most powerful magic. Where can I use 
it? 

In the dark foresL 

L'se it again si the witch in the dart; forest. 

Is there anything else 1 can get Tram the fit psies besides a magic amulet? 

Yes. Go back there again. 

Yes. When (bey leave, they leave behind a tambourine. Go back there and gel 
it. 


Walk Through by Region: The Desert 
Character introduction 

I. Hand its 

Graham tan run into the band its in two places in ihe desert. By the temple, anti 
at their camp. He needs to be careful amund them anti try to hide as much as 
he can. They are very vicious and! think nothing of violence. If Graham is very 
observant by the temple, he may watch them and learn something very 
important. 


Questions and answers 

1 keep dying from thirst in Ihe desert! How can t find my way around it 
without dying or ficlling lust? 

First of all, save your game right before entering the desert. Most important! 
fThe hrushland is, safe.) 

Save your game in the brushland, and have a piece oFpapcr and a pencil ready. 
As you proceed through the desert, map it. 

There are oases in the desert. When you find one, you can quench your thirst. 
Map your way through the desert. 

There axe five oases, and one day jar of water in the desert. When you map 
the desert with a pencil and paper, you can find them. Make sure you save 
your game before entering the desert, and at each oasis you find.There in also 
a temple and a hand it encampment you need to locale. 

As a last resort you can always refer to die desert map at the back of the book. 

Is there any reason to go in the desert at ull? 

There sure is! 

There are things you NEED out m the desen! 

There is a temple you need to find wdh two important objects, inside it, and 
somewhere in the desert is a bandit encampment with another thing you need. 
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] round a lemple in the desert: t'rohEcni is, a couple nr bandits come riding in 
nn horses and kail met What do I do? 



I saw a bandit opening the temple door, hut when £ try it...it seems there's 
something missing, VVhut's missing? 



I found a skeleton in the desert! Is there anything lu be done with him or is 
he just a "decorative” piece? 



t ran across a couple or seemingly empty ten is in the desert, bul whenever I 
try to enter the larger <me + a band'll kills me! Is there any thing in do here, and 
ean I ever enter the larger tent? 




1 enter the smaller tent at the bandits 1 encampment and see a sleeping bandit. 
Is lhe re an v thing ] need irt here? 



The sleeping bandit inside the smaller lent keeps waking up and killing me! 
Whal am [ doing wrong? 



Okay, I finally entered ihe lent pit and saw piles of glittering treasure! But 
whenever I try to get any of it 1 always die! Help! 



T he dram lo the temple keeps closing and lrapping me inside! Him can I keep 
this from happening? 
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] found a temple in the desert! Emblem is, a couple or bandits come riding in 
on horses and kill me! What do I do? 

You need to bide from the bandits. 

You need to hide and obsen e the bandit* when they go up to the temple door. 

Hide behind one ol the targe rock* to the right of the picture w hen the bandits 
are approaching. Then watch as thus go up to the temple door; you might 
.leum sonteihmg important! 

I saw a bandit opening the lr tuple dour, hut when I try it...it *ecms there's 
something missing. What's missing? 

Did you notice if the bandit had anything in hi* hand" 

Did you see the staff ihal the bandit was carry ing? Did you see him till the 
staff on the door? 

The bandit had a staff In his hand which he hie on ihe temple door. It’s a magic 
staff, and you need ii to open the door. You can find the stuff at ihe bandits’ 
camp in the desen. 

1 found a skeleton in the desert! Is there anything lu he done with him or is 
he just a "deenrative” piece? 

WelL.it s loo late to do anything w uh HIM! 

However, there might he something else of murreM. nearby. 

There is an old shoe next to the skeleton. Get it. 

I ran across a couple of seemingly empty tents in the desert, hut whenever I 
try I<j enter the larger one, a bandit kills me! Is chere any thing, to do here, and 
eau I ever enter Ihe Larger lent? 

No. you cannot ever enter the larger tent. And yes. there IS something in vlo 
here, hut not yet. 

When the tents are empty, that mean* that \ ou need to do something else first 
Once you have done this other thing, then the Cents will no longer K- empty 
and what you need to do sc ill then be more apparent. 

You need to OBSERVE the two bandits at the temple first. Once you base 
done that, the bandits' tents w ill no longer he empty, 


Hide behind the rock at the temple and OBSERVE the two bandits at the 
temple door. Once you've done that the bandits'tents will no longer be empty. 
Go in to the smaller tent and find the staff that the one bandit used on I he temple 
dnor Get it, Oh..,and don't forget to drink water from the water far before 
leaving! 

tenter lhe smaller ten! at the bandits* encampment and seen sleeping ban [lit. 
Is there anything I netd in here? 

Yu*, there it. Took around the tenl carefully. 

Do you see a staff at Che back of the tent'? 

Carefully and quickly go around the sleeping bandit WITHOUT touching 
him. and grab the muIT. Then hurry up and leave. 

The sleeping bandit inside the smaller lent keeps waking up and killing, me! 
Whal am [ doing wrong? 

You're either taking too lone, or you're touching him. Or talking to him. 

You don'i have much time once you enter the smaller lent, so you need to 
hurry Also, lie very careful not to touch him as you go toward! the back of the 
tent, Above all, don’t talk to him! 

Okay, I finally entered the temple and saw piles of glittering treasure! But 
whenever I try to get any of it I always die! Help! 

Aren't you being just a hit greedy? 

Greediness killed the cat. you know...or was it curiosity 1 

Anyway, did you sec anything else besides treasure an here? Look around 
carefully, hut don't take too long! 

Do you set a brass bottle near the temple door? Do you see a glinting coin 
nest to it? 

Quickly grab ihe brass bottle, and then (he gold coin nest (o it. Then 
lea vc...quickly! 

I he dour to the temple keeps closing and trapping me inside! How can I keep 
this from happening? 

You can'l keep this from happening. You just need to hurry! 

28 


27 



1 got ll brass bottle from inside the temple. How do l open it or look inside 
it? 



Every time i open the brass bottle, I die al (he hands of a genie! How can G 
open the bottle without this happening? Can I eier get rid of him, or use him 
in any way? 



+ 
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Walk Through by Region; the Dark Fores I 
Character introduction 

1. Old witch 

Graham encounters a wicked old witch in the dark forest, Unless he's adequate¬ 
ly protected she will always immediately turn him into a toad as she doesn't 
like trespassers in her forest. Once he’s protected she can still be quite 
annoying; doing things like preventing him tram entering her house, deleaving 
the dark tore^l. It would help if he could find a way IQ get fid ml her. 

2. Elf 

Once Graham tins conquered the witch, he can meet a little elf. Tins elf wilt 
show Graham the way out of the forest IF he can cuich him first! The df will 
also give Graham something very useful 


Questions and answers 

I know it’s dangerous to enler (he dark forest, Whal things do t need before 
entering it? 























Huny up and get [he brass bustle and the gold coin near the door. Then 
leave...quit; Idyl 

I got a brass bottle from inside Ihe temple. How do l open it or look inside 
ii? 

Go n> your inventory screen and dick the '“'hand" cursor on it. 

Bring up the inventory screen and [hen select the "haiid" cursor. Click the 
"hand" cursor on the picture of ihe brass bo! lie. Thai will "open’' the brass 
bottle for you. I You might want to save your game before doing ibis- 1 hough. > 

Every time 1 open the brass bottle, I die at the hands uf a genid How can ] 
open the bottle without this happening? Can I eter get rid of him, nr use him 
in any way? 

Yes. there will come a time when you can use him. Bui, not by YOU opening 
ihe bottle! 

There w ill COOK a time when someone else will open ihe bottle and get taken 
care of by ihe genie. However, YOU should never open ihe hotcle (and if you 
do. save your game first!j. 


Walk Through by Region; Ihc Dark Forest 
Character introduction 

1. Old witch 

Graham encounters a wicked Old witch in the dark forest, U nless he s adequate¬ 
ly protected site will always immediately turn him into a toad as she doesn't 
like trespassers in her forest. Once he's protected she tan still he quite 
annoying: doing things like preventing him from entering her house, or leaving 
the dark forest. It would help if he could find a way to get rid of her, 

2. u:ir 

Once Graham has conquered the witch, he can meet a little elf. This elf will 
show Graham the way nut of the forest IF he can catch him first! The elf wilt 
also give Graham something very useful. 


Questions and answers 

1 know it’s dangerous to enter Hit dark forest. What things do I need before 
entering it? 

Something from ihe fortune teller. Something from she bees. And something 
from (he temple in the desert , 

You need to WEAR ihe amulet you gel from the fortune idler. You need to 
have the honeycomb from the beehive. And you need the brass bottle from 
the temple in the desert. 

The old witch keeps turning me into a toad! How am I slop that? 

You need something ui protect you from the w itch's magic. 

You need io get something from the fortune teller to protect you from ihe 
witch's magic. 

Once you've gotten in to sec the fortune teller, she will give you a magic 
amulet w hieh will protect you from the w itch's magic. Don't forget to WEAR 
it. though tdo lhal by clicking the "amulet" cursor on Graham i. 
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Now that J can safely walk around I he dark forest without the witch turning 
me into a toad, I still can't stem tn lit> anything here! She keeps getting in 
my way! Also, how can 1 leave the dark furesl? 



I f m pretty sure there are things I need to get inside the witch’s house. Can 
you tell me which items 1 should get there? 



I found a spooky old tree with a little door in il! Problem is, the door is locked. 
I low can I open it? 


Once 1 got rid of the witch I suddenly saw several pairs of eyes staring at me 
in one part of the forest! Is this significant? 



I managed to entice a little elf out or his hiding place behind the hushes, hut 
1 can't seem to catch him! What am 1 doing wrong? 





fhe little elf gave me a Hie pair Of Show, What do i do w i lit them? 



M 
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Now that J can safely walk around (he dark forest without the witch turning 
me into a toad, I still can't seem to DO anything here! She keeps getting in 
my way! Alsn, htsw can 1 leave I he dark furesl? 

Fiist of all, you need to get rid of the old witch before you're able to 
accomplish anything m ihe dark forest. And, unless you get rid of her. plus 
have some other objects in your possession, you won’t he able to leave the 
dark forest. 

The find thing you need to do is to get rid of the Witch. It' you have the brass 
battle, give it to her. The genie inside it will take care of her! Once she's gone, 
you can enter her house and find some other objects. 

Get rid of the witch by giving ber the brass bottle. The genie inside it will take 
care of her! (Hopefully, you're earn in g the honeycomb, t Enter her house and 
gather up three objects she's got inside there. Use a combination of the 
honeycomb and one of the objects inside her house to escape the dark forest. 

I + m pretty sure there are things 1 need in get inside the witch's bouse. Can 
you (ill rue which items 1 should get there? 

You need to get THREE things inside the witch's house. 

You need to get a leather pouch, a little spinning wheel, and a small key inside 
the witch’s house. 

You will find a leather pouch in a drawer, a spinning wheel in a trunk, and a 
small key in an incense burner hanging from the ceiling inside the witch's 
house. 

I found a spooky old tree with a lit lie door in ill Problem is. the door is locked. 
How can I open it? 

You need to have a key to unlock Che I idle door, 

You can find a little key an the witch's house m unlock the little door. 

There is a little key in the incense burner inside the witch’s house. Use u to 
unlock ihe little door in the tree. Inside you will find a little gold heart. Take 
it. 


Once I gtit rid Of the witch I suddenly saw several pairs of eyes staring at me 
in one part of tile forest! Is this significant? 

Yes, if is. Those “'eyes" arc your key Co gelling out of the forest, 

l nose ’’eyes" arc actually shy little elves staring at you from the safety of the 
ihick foliage. You need to catch one of them. Once you've done this, the elf 
will show you the way nut Of the forest, 

I Tound a leather pouch in the witch's house, but I don't know how to open 
if. Help! 

Just bring up the inventory screen and dick the "hand" cursor on it. 

Go to the icon bar and select the inventory screen. Then select the "hand" cursor 
and click it on t he picture <>f die leather pouch. This will open the pouch and reveal 
its contents to you, This action will also cause die content* oi the pooch lo he 
separated ftotn the pouch as a separate picture ot us own, so (bat you will ihen be 
able Eli “use" die Content* as you wiiuld jjw ot the other inventory items. 

1 managed In entice a lithe elf out or his hiding place behind (he bushes, but 
1 con'l seem to catch turn! What urn I doing wrong? 

Obviously, you were smart enough to use the emeralds that you found in the 
leather pouch wiih the elf. Good work! But now, you need to he able (o catch 
him while he comes to get the emerald. He’s awfully quick, though! You need 
to use something thiit will slow him down. 

Perhaps if die elf got hi* feet Muck in something,, tike honey! Maybe squeez¬ 
ing the honeycomb on (he ground would, help slow him down when he runs 
after the emerald. 

Squeeze the honey from the honeycomb on the ground first. This will make 
a link puddle of honey, THEN throw' the emeralds on ihe ground one ai a 
time. Tile last emerald wilt land in the puddle of honey and when he takes it 
bis feet will get stuck. You will he able to catch him in this way. Then he’ll 
show vou the w jy i, hU t of the lore st. 

The little elf gave me a fine pair of shoes. What do I do w ith them? 

Did you meet live shoemaker in town? 

I he shoemaker and his wife might appreciate them. 
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Walk Through by Region* Tile Great Mountains 
Character Introduction 


L. Wai ves 


ih£ pets 

Vs I Ll.lle VCf 


and servants of the Ice Queen, The} love and revere 
shewants. It she doesn't like Graham then,.,shell sic 


2 , Engle 

Graham will encounter a starving eagle near ihc Ice Queen's palace Maybe 
these is a way that Graham could help the poor tiling. 

3* Queen Icehella 

Hie Ice Queen I ives in i he u tides! reaches of the mountains i n a cold, icy pal as c 
She is very possessive of her territory ,utiJ doesn't like it when Graham and 
Cedric trespass wiihout her permission. Since she has such a cold, stony head. 
Ihc siiualinn doesn’t look very c^mki. Maybe Graham can find a wav to soften 
her heart., just a little hit. 


4. Veti 

Queen Icebclla is even less fond of the yeti w ho has Invaded her territory than 
she is of Grisham and Cedric. She might give Graham a chance to save his and 
Cedric's life... IF he can somehow remove the ycli from her realm. 

5. Kmc 

What is a "me," you say? A roc is a giant, two-headed bird. This particular™: 
sees Graham walking through the mountains and thinks he is the peri eel meal 
to feed to its baby just hatching from its giant egg, Graham gels a I rue ride to 
a huge nest,,.just in lime in face tile hungry mouth at the baby rue! 


1 

I 


1 



Questions and answers 

[ keep dying of the cold in the moun tains! What can I do about this? 
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Em at u dead-end in Hie mountains. The path ends at a frozen walorfall and 
I don't know where to go from here. Help! 


I throw rny rope up to the tree branch, but it alway s breaks whenever I start 
to climb up the rope! W bat air 1 doing wrong? 



Okay, 1 finally climbed up the rope to on upper ledge. Here the ledge ends at 
a frozen waterfall. On the other side of the frozen waterfall I see a fallen log 
crossing a chasm. How can 1 gel over to the fallen log? 
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Walk Through by Region: Hie Great Mountains 
Character introduction 

1. Wolves 

The wolves art die pm and servants of the Icc Queen, They love and revere 
her and will do whatever she wants. 11'she doesn't like Graham then.,,she’ll sic 
her dogs on hint. 

2, Eagle 

Graham will encounter a starving eagle near the ire Queen's palace. Maybe 
there is a way lhai Graham could help the poor thing. 

3* Queen Icehella 

The Lee Queen lives in the coldest reaches ofthe mountains in a told, icy palace, 
She Is very possessive of her lemtory and doesn’t like it when Graham and 
Cedric trespass without her permission. Since she has such a cold, stony heart 
the situation doesn’t look very gqwei. Maybe Graham tan find a way to soften 
her heart .just a link- hit. 

4. Veil 

Queen Icebcllu is even less fond of the yeti who has invaded her territory than 
she is of Graham and Cednc. She might give Graham a chance to save his and 
Cedric's life...IF he cart somehow remove the veti from her realm, 

5. Roc 

What is a "roc,” you say? A roc is a giants two-headed bird- Tliis particular™.’ 
sees Graham walking through the mountains and thinks he is the perfect meal 
En feed to its baby just hatching from its giant egg. Graham gen. a free ride to 
a huge nesL. jusi in time lo face the hungry mouth of the baby roc! 

Quesliuns and answers 

[ keep dying of the cold in the mountains! Whal can I do about this? 

You need to find something to keep you warm. 

You need to find a piece of clothing that will be keep you warm. 

Look in the lailomhop, Perhaps there's a warm piece of clothing there. 
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There is a cloak in the tailors hop. That would keep you warm in the mountains. 

Give the golden needle to the tailor in exchange for the cloak. Then wear the 
cloak by clicking the "cloak" cursor on Graham, (See ihe question about 
getting the cloak from the lailomhop.) 

I'm at it dead-end In the mountains. The path ends sit a frozen waterfall and 
I don't know where in go from here. Help! 

Unless you have a rope, you’re not going lo go beyond this point. 

You need the rope from the country inn to get you past this point. If you have 
it, throw it up to the rock overhang above you. Then climb up it. (Look at the 
questions about the country inn. i 

I throw nt> rope up to the tree branch, but it ulway s breaks whenever I start 
in climb up the rope! What am I doing wrung? 

You're ill rowing the rope up to the w rung place. Look at the picture again and 
look for another place where you could throw your rape. 

Don't throw the rope to the tree branch! Do you sec the rock overhang to the 
righi of the tree branch...? 

There is a rock overhang to the right of the jutting tree branch. Instead of 
throwing the rope to the tree branch, throw the rope lo the rock overhang. The 
rock overhung will hold and you will be able to climb up the rape successfully. 

Okay, 1 finally climbed up the rope to an upper Icdue. Hera Hie ledge ends it 
a frozen waterfall. On the other side of the frozen waterfall J see a fallen big 
crossing a chasm. How can 1 gel over to the fallen log? 

Do you see any rocks crossing the frozen waterfall... 1 ? 

There arc some small rocks crossing the frozen waterfall. If you use the "hand" 
cursor on the small rocks Graham will jump to than. 

Important: SAVE your game hero! Then use the "hand” cursor on the small 
rocks crossing the frozen waterfall* This w ill cause Graham to lump to the 
small rocks thereby crossing over in the other side. However some of the rocks 
are not stable and may break, causing Graham to (all lo his death, hence the 
need to save your game first. 
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A wolf came and stole Cedric! Where is he? Will J ever see him again? 



I have come upon a wide crevasse in the snowy paih which I van'l Mtm to 
cross without rolling to my death! W hat car 1 do about Ibis? 






,4s l near the icy castle a couple of wolves capture me and take me in to see 
Queen Ieebella/She doesn't like me* though, and keeps having her wolves kill 
me! There must be something 1 can do here! 



YVidk I finally got in Queen Lcebella's good graces i.I think], hut NOW she 
wants me to conquer a Ferocious yeti Ten 1 her! How can 1 possibly do that? 



I see a crystal in I he Lee Queen's crystal cave that I would LOVE in get, but 
[ can't break it with my bare hands! How can L get it? 










































A wolf came and stole Cedric! Where is he? Will I ever see him again? 

Yes, you w ill see him again. In fuel, youTI have a chance to save his life. 

He's a prisoner ol ifte Ice Queen in her icy palace. If you do the right thing 
she wilt .give you a chance to save hi> tile and continue tin yoilf journey. 

[ keep dying of hunger in Use mountains!! Is there some food I can eat? 

Yes. actually there are two kinds of food that you COULD eat- but only one 
kind that you SHOULD eat. 

There is a custard pic that you cun obtain in the bakehouse- and a leg of lamb 
that sou can obtmn in the country inn's kitchen. BOTH the pie and the leg ol 
lamb will ■'.aiisfy your hunger. However, you should eat only ONE of them, 
and not the other! 

You can obtain a custard pie m the bakehouse, and a leg nf lamb in 1 he country 
nun's kite hen, DON’T eat the custard pie. even though it will satisfy your 
hunger, as you’ll need io use n later in the game. EAT ihe leg of lamb...hut 
only HALF of it. not ALL of ill 

I have come upon a w ide crevasse in the snowy path w hich 1 can't seem tn 
crass w ithout railing to my death! What can I do about Ibis? 

You need to he carrying an object to help you cross. Dtd you sec anything 
interesting in the toyshop,,,? 

Did you get the sled from the toyshop? That w ill help you mw she crevasse, 
jeist “use" the sled in the picture prior to the one with the crevasse. 

I met u hungry eagle in the mountains. Is there anything I ean do for him? 

Well, he's HUNGRY. isn't he? Feed him something! 

Actually, h eagle wilt cal eilher the custard pic from the bakehouse. DR she 
halt of Che leg of lamb you have left over from ihe country inn. One of those 
is the wrong thing to feed lum. though. 

Feed ihe hull lee oflamb dial \ ou got from the country inn to the eagle. IX)N T 
feed him (he custard pie as you'll need il lalcr in the game. 


As I near the icy castle a couple of wolves capture mr and take rue in to see 
Queen Icebella. She doesn't like me, I hough, and keeps having her wolves kilt 
me! There must be something 1 can do here! 

Queen Ictbelto is a lover of music. 

She would love tn'have some nice music played to her, preferably “harp" 

music, 

Did you get the harp from ihe weeping willow wee? If so, play it to the Ice 
Queen. 

If you have gotten the harp from the weeping willow tree, then AS the wolves 
stari to come toward Grab am jo kill him, quickly select (he htirp from the 
inventory screen and ‘“click" il on eilher Graham or ihe Ice Queen, This will 
cause Graham to play beautiful music on the harp which w ill soften her icy 
heart. She will call off her dugs and give you a chance to continue on with 
your quest. 

WeO, 1 finally got in Queen Ice hell it's good graces 1,1 think), hut NOW she 
wants me to conquer a ferocious yeti for her! How ear 1 possibly do that? 

11 you were successful at the bakehouse., and didn'i eai die resulting goods, 
you have the perfect weapon to conquer a yeti! 

There’s nothing like an old pic in ihe face I 

Throw the cusiard pie, w hich you w isch didn'i eat, at (he yeti. Ii will hit him 
in the face causing him to stumble around and accidently fall over the edge 
of the cliff. Good shot! 

I see a crystal in the Ice Queen's crystal cave that I would LOVE in gel, but 
f can't break if with my bare bands! How can t get It? 

You arc already cany ing a very useful object in >our inventory. Look and see 
if y chi Ye carrying anything that might help you here. 

You are cam mg a cobbler's hammer. Use it on ihe crystal to break it. 



After Queen kebelln let Cedric and l go* we encountered a giani bird who 
carried me ofT let her huge nestl Unfortunately her giant egg hatched and the 
baby bird ate me: Hew could 1 have avoided this situation, and is there 
anything in do here? 
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Walk Through by Regions Heaeh. Ocean, and Harpy Island 
Character Introduction 


1. Old hermit 

Ort the beach, Graham runs into a strange tittle house made of pieces and parts 
of wrecked ships where lives an aticiem-looking hermit, f he hermit would be 
able lo help Graham...if only he could HEAR him? Perhaps Graham can find 
an object which will help communi cations with the old man. 

2 . Harpies 

Upon discovering an island in ihc wean. Graham and Cedric also run into a 
group of vicious harpies v> ho inhabit it. The harpies, terrible creatures with a 
woman’s head and body and a bird's wings and claws, love nothing more than 
a m Mid man..,10 call Can Graham find his way out of this one! 

3. Sea monster 

A huge sea mOUsler lives in the ocean and doesn’t likelo be bothered by passing 
bouts. Graham would be well adv ised to stay out of his way! 


Questions and answers 



1 met an old hermit flit the beach hut he doesn't seem to be able (» hear me! 
Will 1 EVER he able to communicate with him? 



3 k 


















After Queen kebelln let Cedric and l go* we encountered a giani bird who 
carried me tifT |ei her huge nest! Lnforlunatel) bcrgianl egg hatched and ihp 
baby bird ate me: How could ] have avoided this situations and is there 
anything lu dti here? 

If you had been nice to the hungry eagle you mei earlier* you wouldn't have 
ended up “baby food," 

Ef you had fed your remaining half leg of lamb to the hungry- eagle* he would 
ihen come and rescue you from ihe giant hind’s ne?,|. 

There is a gold locket in Ihe nest you need tu gel <notice the glint?). And if 
you had fed your remaining half leg of lamb to the hungry eagle he would 
then come and rescue you at the last min me,. 


Walk Thruugh by Regiont Heach* Oceans and Harpy Island 
Character Introduction 

Is Old hermit 

On the bench, Graham runs into a strange little house made of pieces and pans 
at wrecked ships where lives an ancient-looking hermit* The hermit would be 
able to help Graham, Jf only he could HEAR him! Perhaps Graham can find 
an object which will help communications with the old man. 

2. Harpies 

Upon discovering an island in the ocean. Graham and Cedric also run into a 
group of vicious harpies who inhabit it. The harpies. letTible creatures with j 
w Oman’s head and body and a bird's wings and claws, love nothing more than 
a good mart,.,io eat! Can Graham find his way out of this one! 

3. Sea monster 

A huge sea monster lives in the ocean and doesn’t like to be bothered by passing 
boats, Graham would be well advised to stay out of his way! 

Questions and answers 

I found a boal on ihc beach! Unfortunately it has a hole in it. How can I ffa 

it? 

You already have the right object lei your inventory. What do you think might 
be appropriate to filing a small hole in a boal? 

You need something lo plug up the hole. You're already carrying an objccl 
dial can do this. I low about a piece of wax.? 

You're carrying some beesw-as. Use this to plug up the bote in (he bottom of 
the boat. 

1 met an old hermit un the beach hut he doesn’t seem to be able In hear me! 
Will 1 EVER be able to communicate with him? 

Eventually you w ill be able to,..IF you find an objeci which would be able lo 
amplify sounds, 
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I finally R*ed (he boar and was able to soil wlilt it into the ocean, N<>w...huw 
do [ keep from gelling lost, or talon by sea mongers? Why I am [ looking for? 


i got captured by a bunch of harpies and NOW (hey want to eat me! Haw can 
F gel oul of this? 



Well. I managed (0 get rid of (he harpies- U (here anything [ might need 
around here before 1 go? 



1 saw Cedric lying on I he ground* wounded. E suppose I his Es a dumb 
{|Ueslion,,,but should t pick him up and lake him with me? 



Cedric Is wounded! Where should l lake him? How can 1 help him? 

Hr fore I leave Harpy Island, is there anything ] might have forgotten? 































Then: is an objeci w hich ear amplify Miuritis on Harpy island. 

On the beach of Harpy Island you can find an object which will enable the 
old hcnnii to hear. 

There is a conch shell on the beach of Harpy Island. Using the conch shell as 
an amplifier w hen he holds it to (ns ear, ihe old hem mi will thus be able to 
hear and then help Graham. 

I finally Ireed the boar and was able to sail with it into the ocean. Now„.huw 
do L keep from pel ling lost, or eak-n by sea monsters? What am 1 looking for? 

It you sail straight out to the east from either the beach below where you found 
the boat, or from the hermit’s house, you w ill run into a licite island that you 
need lo find after four changes of ’‘ocean” scenes. Don’t go any nt her direct ton 
bui east from these iwo ’‘beach” areas, From where you POUND the boat, gn 
south ONCE or TWICE and then go cast to run into ihai same little inland. 

Omoc you have Found the litile island by going east from either die beach 
bdow where you found she boat, or from the henmri's house lor once 
or twice from where you found the boat and THEN east i when you're ready 
to leave the linlc island, go hack EXACTLY opposite ihe wav you came; in 
older words, directly west. 

The only thing to Find in ihe ocean is ihe little island. Thai's all. If you veer 
off the path J lold you about in the prior two answers, you will jusl get ejiun 
by a sea monster. The sea monster is merely a "fence" u> keep you within u 
small lemlory of the ocean. 

As a last resort you can always refer to the ocean map at the back of ibis book. 

I got captured by a bunch or harpies and NOW they want to eat me! Him can 
1 get out of this? 

The harpies like music. 

The harpies tike ihe same kind of music the lee Queen likes. 

Play the harp to else harpies. This w ill divert their attention From you lo the 
harp. 


Well, I mu ringed to get rid of Ihe harpies- Is (here anything [ might need 
around here before 1 gu? 

Do you notice any suspirious-looking '\clints" m the area? 

11' you see an occasional ’'glint," u is si fishhook you need io get, 

l saw Cedric lying on ihe ground, wounded. ] suppose this is a dumb 
que$|inn,„hul should 1 pick him up and lake him with me? 

You’re right. It IS a dumb question! Of COURSE you should pick ham up and 
lake him with you! 

If you just leave him there, lie'll die, Tluii would make you feel pfeity guilty, 
wouldn't it? 

A dually, H you DOST pick him up, you ean go un ahead and get lo the very 
end of the game, hot then, jusl as you think you're about To "win," something 
will happen that will kill you, but had Cedric been alive, he would have saved 
you. Therefore. NOT picking Cedric up i-i an eventual “de.tlh" al the end of 
the game. If you DON'T pick L’ednc up and lake bun with you. then al the 
very end Of Ihe game, Mordack will [lutuinalically kill you w nha deadly “zap" 
from his wand when you're in his laboratory. Had you SAVED Cedric, then 
he would fly in at that very instant and the "zap” would hit HIM instead of 
YOU. hut (bftt would give you time unavc yourself. But. poor Cedric! Would 
be he dead for sure this tunc? For the answer to that one. I'll have you w in 
the game first, 

Cedric Is wounded! Where should 1 lake him? How can 1 help him? 

Before I leave Harpy Island, is there anything 1 might have forgotten? 

You need logoi three ihings from Harpy l&laftd before you leave. 

Yuu need lo gel a Fishhook, wounded Cedric, and a conch shell 



Walk Through by Region: Mordwfc’s Island and Castle 
Character Introduction 

1. The wizard Murdoch 

•VTordac k is a very powerful, •. erv es il wizard who has stolen Graham’s fannls 
ami cisile, nuiaiaiunied them, and imprisoned them in a glass bottle in his 
lahntjinfy, order to resent* his captive family, Graham must first locate 
Mondack s island stronghold, and. tlien Fight lii-e ul|*powerfut w izard himself. 
I tail is a very dangerous undertaking; one that Graham may not,,-survive. 

2 . The cat Mu nun nan 

Morduek lias u pet cat-.who is nnl really Ills pet at all. hui is ready his brother 
Mtirmruian turned into a l.il by Graham \ son some nmu back (look at the storv 
description for KING’S QUEST 111- ‘To Heir is Human”!. Motdadk would like 
to see Manannan restored back lo his old wizard self, but only Alexander can do 
thiiL, who doesn’t know how. Meanwhile, Manannan nums Mtudaefc's castle, a 


very mean, bad-tempered cat 

whom Graham should trv to avaic 

I at all costs. 

3, Blue beast 

\ huge blue beaM acts us a 

guard in Mordack s castles us il 

’ Mondack really 

needs a guard! Anyway, this 

beast should be avoided,..lor the 

most pan. There 

is ONF time that Graham 

SHOULD get caught by it, in « 

j filer to retrieve 

something in another part ol 

the castle; hut on 1 % ONL time! 


4. Dink 

In ihe labyrinth lives u big 

dumb beast called Dink loan 

led bi Princess 


'• assima...prol’.iblv having to do with lies manner ol speech). Dink isn’t a ha.! 
n.Mst; he • ;u*■ hie and dumb, and doesn't know his own strength. Graham 
should be very careful around him: perhaps there \ something that Dink would 
like lo play with.... 
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Questions and answers 


I crushed my buut on Morel tick's island! Am [ stuck here now? Is there 
anything 1 need to du before following the trail upw ards? 



1 sec two stone serpents but they keep killing me by shooting lethal rays at 
me from their eyes! How cun f get past them? 



Can 1 ever enter or leave the castle through the front dour? 



1 found a grate by the side of the castle, hut it's rusted shut! Is It possible lo 
open II? 
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Walk Thmygh by Region: Mordatk's Island and Castle 
Character Inm dud inn 

L. The wizard Murdack 

VTordaek is a very powerful, very evil wizard who lias stolen Graham's familv 
and castle, miniaturized them, ami imprisoned them in a glass bottle in his 
laboratory, In order to rescue his captive family, Graham must first locate 
Mordack s island stronghold, and ihcr fight the all-powerful wizard himself. 
J hat is a very dangerous undertaking; one that Graham may not..survive. 

2 , The cat Manannan 

Nfoiriack has a pel cat..who is nut really hb, pea at all, but is realty his brother 
Maminnan turned into a cat by Graham’s SOI some time hack (took at (he story 
description Irir KING'S QUEST III; J To Heir Ls t turoan"'i. Muniack would like 
to see Manannan restored bock to his old wizard sdf, bui only Alexander can do 
that, who doesn't know how. Meanwhile, Manunaan nwms Montack’s cattl e , a 
very mean, bad-tempered eat whom Graham should try to avoid ai all costs. 

3, Hlue beast 

A huge blue beast acts us a guard in MonJack s castle: as if Monlack really 
needs a guard! Anyway, this Kmni should be avoided...for the most pan, There 
is OMF, time thai Graham SHOULD get caught by it, in aider to retrieve 
something in another pan of the castle; hut only ONE time! 

4, |>ink 

In ihe labyrinth lives a big, dumb beast called Dink (named by Princess 
Cassima...probably having io do with his manner of speech!. Dink isn’t a bad 
beast: he’s just big and dumb, and doesn't know his own strength, Graham 
should, be very careful around him; perhaps there’'; something that Dink would 
like lo play with..,. 
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Questions and answers 


T trashed my buai on Mordaek's island! Am I stuck here now? Is there 
anything 1 need lu du before following the frail upwards? 

Pm afraid you are! And yes. there's something to get here. 

Yes, yon are. You'll just have lo brave it lo the very end now? Also, don't 
lor get to get the old dead fish an he bottom of the stone stairs before you leave. 

1 see two slune serpents but they keep killing me by shooting lethal rays at 

roe rrnm ihelr eyes! How tun I get past I hem? 

Did you gel an object from the rave in the mountains? 

If you are carrying the crystal from (he cave in the mountains ihen you’re m 
business. Use ii with the stone serpents. 

( an 1 ever enter or leave the castle through the front door? 

Nope. 

Unfortunately it's inaccessible., throughout the game. 

I found a grate t>\ the side of the castle, hut it’s rusted shut! Is it puss j hie to 
open il? 

Yes, it's possible.-.lF you have the right implement. 

Did you set anything of irneresi on ihe heath above tile old hermit's house? 

Hopefully you picked up (he iron bar on the beach above ihe old henmii's 
house. It you did, use if here. If you didn't...tsk, tsk. 

1 ean't find ruy way through the labyrinth maze! Help! 

If you click the "eye" Cursor on the outside of the labyrinth "picture, ' meaning 
the black part of the screen, then a compass will appear indicating which 
direction you are currently facing. This will help you to map the labyrinth. 

Besides using the compass, which appears; when you click ihe "eye" cursor 
on the outside of the labyrinth "pklurc," make sure you have a paper and 
pencil and very carefully MAP your way through it. 
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[ found a huge beast in the labyrinth who has a one-word vocabulary of 
"dink.” He seems harmless enough. but if [ get loo close to him he grabs and 
crushes me! Should 3 bother w ith him at oil? 




I finally made il to the pantry in ihe wizard's castle. Is there anything I need 
here? 



1 


I found a beautiful girl scrubbing the flour in the kitchen. Can 1 help her in 
any way? Can she help MK in any way? 




Can 1 do anything with the organ in the downstairs hallway? 



A big blue beast keeps chasing me in Ihe ensile! How tan I avoid him? 
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31 you're nut in the mood to MAP your way through (he labyrinth yourself, 
Jum look jt the tack of lNjs book fot the "Labyrinth map," Follow in, keeping 
in mind that wbelieve: you turn i comer you will be facing .1 new direction, 
ll you 're not sure which, dpneettem you’re facing, click the "eye"cursor on the 
outside of the lnhyrinlfi "’prciure" which will bring up a Compaq indicating 
your current direction: 

[ found a huge beast in the labyrinth whci has a one-word vocabulary of 
"dink," He seems harmless enough, but if I get ion close to him he grabs and 
crushes me! Should I bother with him at all? 

He s useful, alt right, lies got something you need...on top of his head. 

Dink has a toft of hair on top of his head with a hairpin around it. You need 
to get the hairpin from Dink, 

The hairpin on top of Dink’s head ts important, In order to gel it. you need to 
give him something you’re already carrying 

Pink, being very childlike and prone to escilability, will leap happily in ihe 
air when you give him ihc [simbourinc losing his hairpin in the process. The 
hairpin will fall to ihe ground and when he leaves with the tambourine. you 
will be able to retrieve is. 

1 found n door in ihe labyrinth, but unfortunately it's locked. Now what? 

You need u> find Dmk in the labyrinth, 

Search in ihc labyrinth until yon find a big. hulking beast. He has ihe “key” 
to your problem. 

1'here is ll Piuge heost in ihe labyrinth who has a hairpin on top of his head. 
You need to get this hairpin and use ir to open the door. (Look at the prior 
question about "Dink/') 

I finally made it tu the pantry in the wizard's ensile. Is there any thing I need 
here? 

Yes. Look in the closed cupboard. 

Tlierv is ll tag of dried peas y m need to get from inside the closed cupboard. 


I found a beautiful girl scrubbing Ihe Hour in the kitchen. Can I help her in 
any way? Can she help ML in any way? 

The answer to both questions is "yes." But to get ihrngs started, you need to 
win her trust first 

Did you lake anything ofintcresi from tlie giant roc's nest,,.? 

Did, you take the golden locket from the giant roc's nest? If you did. give it 
10 her if you JilIei'i, welL.ioo had. 

Give the golden locket which you hopefully look from, the giant roc’s nest, 
to the girl. This will cause her to trust you and to help you when you Inter get 
yourself caught in a '''confining" situation. 

I ran into a black cal in the castle, but I don't think he’s \ cry friendly. TV hat, 
if any thin};, can I da about him? 

Try to avoid him if you can. Hell run and tell Mordack you’re in the castle 
if he sees you. 

Even belter...if you can "bag” the cat with the empty hag that once held the 
ilried pens, you won't have to worry about him any more: and you’ll gain a 
few extra points to boot! 

To "bag" the cal, you need to have an empty "pea” bag (to find out how to 
get an empty "pea" bag. look at ihc upcoming question about the big blue 
beast 5 and. you need to have the old dead fish from Ihe wizard"s beach. 

Give ihi.- old dead fish to the c lh who w ill immediately lose all intertsi in VOU 
and begin greedily eating it While he's thus preoccupied.’"bug” him with the 
empty “psT' bag. This action will give you a few extra points, along with not 
having to worry about him anymore 

Can [ do anything with the organ in the downstairs hallway? 

You can, but you don’t wont lo. 

You can play the organ, hut all rtai will accomplish is to call unwanted 
attention in \ ourself. If you do it, SAVE y our game first! 

A big blue beast keeps chasing me in Ihe castle! Ho» earn I avoid him? 

Actually, there\ ONE TIME you want to gel caughi by him. bm not until 
you've made friends w uh Princess Cassima. the beautiful girl in the kitehen. 


4 } 
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] noticed a piece of cheese in !he mousehole in ifie dungeon oclk Infortunaletv 
1 can"! njLiile reach it with my ringers, How can 1 get it? 



1 went into Mo-rdack’i bedroom, but couldn't find anything to take or do. Is 
there anything lo do in here? 
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Once you've niade friends with Princess Cassima (look at the prior question 
jboul the beautiful girl in the kitchen), you NEED to get caughl ONCE by 
the beast-hut only ONCE! The beast will throw you in an underground cel] 
where you can then gel something you need. Cassima will save you from the 
cell,...but only the FIRST lime, After (has, you're on you.ro wn if you get caught 
again. 

When you're in a situation where you DON'T wane to be caught by the beast, 
if you have (he dried bag of peas you can use n to save yourself ONE TIME. 
As the beast nears you/‘dick" the hag of peas on him. This will make Graham 
throw the dried peas on the floor which will cause the beast to slip and slide 
onlhc peas and eventually fall and knock himself ow. Now you have an empty 
"pea” hag w hich can be used against the cat, 

A big, blue beast threw me into £ dungeon cell! How can J gel nut of here? 

You most not have made friends with Princess Cassima (the beautiful girl in 
the kitchen), otherwise you wouldn't he asking this question, 

if you had made friends with Princess Cassima (the beautiful girl), she would 
cane and save you,..ibe FIRST TIME only! The next time, you're dead. 
Therefore, take care of her firs) BEFORE getting caught by the beast (but only 
get caught by ihe beast ONCE i. 

1 noticed a piece uf cheese in (he mousehole in ihe dungeon cell. I nfortunlately 
1 can't quilt* reuch it with my fingers. How can 1 get it? 

You need something to help extend your reach. 

Preferably w ilh a hook on (he end. 

How about a fishhook? 

Hope fully you got the fishhook when you were on Harpy Island. 

If you took the fishhook w hen you were on Harpy Island, then use it with ihe 
mousehole lo retrieve the cheese. 

1 went into lYfwdack's bedroom, hut couldn’t find anything to take or do. Is 
thtre anything lo do in here? 

Right now, there's nothing lodo here, Laicr there will be. 


For now, there’s nothing for you to do here. Instead of hanging j round in his 
bedroom.go south to his library. YouTI find something lodo there. 

Go south to Mordack's library. Then; you'll find something to do. If you hang 
around long enough in Mordack's library he'll suddenly appear in his 
bedroom and go to sleep in his bed, THEN you'll find something 10 do in hi'' 
bedroom! 

Once Mofdack has gone to sleep in his hed (which will happen when you 
hang ou( in the library lo (he south k you will be able to lake his wand which 
lies glow mg on hts bedside table. 

What is there lo do in the w izurd's library? 

Do you see an interesting book lying on a desk...? 

Actually, there arc (wo things (o do here. First you need to look in his .spell 
book lying nn (he comer desk. Next you need Lo wait around here until you 
see MonJack appear through the open doorway lo his bedroom and go to sleep 
m his bed, At I hat point,, go back into his bedroom and cake hN wand which 
you w ill see lying on his bedside table. 

E fcnmi! Mime magic spells in a spill Inn.sk! YYhal dcs J do with them? 

Ac this point, nothing. Once you need them, thej will make themselves 
apparent. 

You won't need lo “use” the magic spell* until (he very cud Of rise game when 
Grib am and Monlack engage m a deadly battle of magic. At that lime, (he 
magic spells will automatically appear when Graham selects Crispin's newly- 
energized wand lo use against Mordack, 

Is there anything J can do (o keep Murdack from killing me whenever he finds 
me in Ihe castle? 

Nope, 

Just try to keep him from finding you! 

The only (irne you can keep Mordack from killing you is ai ihe very end of 
the game when he encounters you in his laboratory AFTER you have 
re-energized Crispin’s w and. At ihai time* Graham and Mordack engage in a 
magic baule where ONE of iheim is destined to die. 
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I entered Murdack's laboratory and saw my family imprisoned in a large 
glass brittle! How can I save them'.' 



1 found a strings machine on the upper level of 111* laboratory. What is it? 
Him do I Urn it on? 



What items, if any* do I use with M or dick’s slrange machine in the 
laboratory? 




Oh, no! Mordack poofrtl iniu the laboratory after I de-iMiergized his wand 
wilh (he strange machine. Am I a goner for sure? 
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Murdack turned himself inio a horrible flying bast! How can J com ha 1 this? 




Now Mordack has turned into a huge dragon! Now whit? 


Mordack has nuw transformed into a cobra! What should I do? 


-J-un, n ii inmm ^ rrir . > ■■III ■ II WJ.h IPU ■ J1 ■ ihllll WWW 

Now what? Mordack has turned himself in a ring of flames which is about lo 
bum me to death! Is this the end? 






























I entered Murdock*5 laboratory and saw my family imprisoned in a large 
filass battle! How can I sate them? 

There's nothing you can do for them hg.hi now 

Actually* there's never anything YOU can do for them. Once you've won die 
game (by kill mg Mordack in the magic battle), Crispin Ml appear in the final 
cartoon, restore (hem back to normal si/e and send everyone home w here ibey 
belong. 

1 found a strange machine on the upper lei el of I he laboratory. What is it? 
Ffow do 1 Earn it on? 

It's a power-transfer machine- It transfers power from one item to another. It 
needs a certain ingredient to start it up. 

Il's a power-transfer machine which Mordack uses to irartsfer power or energy 
from one ticm to another, ffi order to Mart it op, you need to drop a key 
ingredient in it...namely, cheese. 

What items* if any, du I use with Mnrdack’s strange machine in the 
laboratory? 

You wed to use ihc cheese which you found in the dungeon cell to sun it up. 

You need to place Crispin 's powerless w and on one of ibe iron platicrs. 

You need to place Mordack's glow ing w and on die other iron platter. 

First, place both Crispin's and Mordack's wands on (be two iron pi alters. Then 
drop the cheese into the machine's basin. The cheese is ihe missing ingredient 
to Mart up the power-transfer machine. It will transfer the power of Monlack's 
’■v si rid. which won't work for Graham. To Crispin's wand, which will, 

Oh, no! Mur dark poofed into the la bora lory after I de-energized his wand 
wilh the strange machine. Am I a goner Tor sure? 

Not if you had grabbed Crispin's newiy-energi/ed wand first. 

Hopefully you futd removed Crispin's newly-energized wand from the iron 
planer before Murdack appeared. If so. now is the lime to try to "use" thu 
ward against Mordack, 
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Murdaek turned hlmselHnioa horrible flying fre&si! How con J combat this? 

Use Crispin's newly-energized wand Bgatnst him. 

When you select Crispin's newly-energized wand, lire magic spells that you 
had seen in lire book in Mordack's library will appear t IF you had looked in 
ihe book). Select Ac spell which looks the most like a liger to combat him. 

■Now Mor thick has turned into a huge dragon 1 Now is ha I? 

Again* use Crispin’s W’artd againsl him and select the spelt which looks the 
most like a rabbit. 

Mordack has now transformed into a cobra! What should I do? 

Use Crispin's wand and select 1 he spelt which looks ihe most Like u mongoose. 

Now what? Mordack has turned himself in a ring of flumes which is about to 
burn me to death! Is this the end? 

Not if you select the right magic spdl to use here. There's only one left w hich 
you haven't used yet. 

Use Crispin’s wand and select the spell which looks the most tike a raireloud- 
Tbis will kill Mordack and will be the end of him! Now the final cartoon will 
begin. 










After the Fnd of the Uame 


CAUTION: Do nor read ihis section until you have actually SOLVED the game 
and stx-n the very end. Readirig this section too soon will spoil the ^ame for you 
tf you have not completed it on your own. 

Did you... 
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Objects 


Location of All Objects 
Where found Where used 
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After the Knd i>f the Game 


Location of All Objects 


CAL'TION: Do not read this section until you haw actually SOLVED the game 
and seen the very end. Reading this section loo soon will spoil the game for you 
if you have not completed it on your own, 

Did V'LIm< 

■■■talk ta the man rhing the wagon in town? 

...give the golden needle to the tailor in the [aikwshop? 

...give ihe gold coin in the gypsy man? 

...throw either the stick OR the shoe at the cat? 

...talk in else prince in the woods? 

„,waik too dose n> the anthill and do she "BUG-a-loo?" 

...ihrow either the stick OR the shoe at ihe dog? 

...upon the brass boitlc yourself {SAVE, your game first’)? 

, ..revisit (he elves' underground anra after leaving the dark forest? 

■ . map the whole desert and find all the oases'.' 

..map the w hole ljbvnruh and ftnd all the places that Dink could hide';' 

...play the organ in Mordack s castle (SAVE your game first!}? 

^.gei die bag of dried peas from the cupboard in the wizard's pamry? 

■ throw ihe dried peas at the big blue beast m MordackN castle? 

—hwig ihe black cal with the empty “pea" hag? 


Objects 

Where found 

Where used 

Crispin’s wand 

From Crispin 

At end Of game in magic battle 

First fish 

In barrel in low n 

Throw to bear 

Stiver com 

Left cut street in (own 

Buy pie with it 

Custard pje 

In the bakehouse 

Throw n in yeti's face 

Honeycomb 

In ihe beehive 

Honey on ground in dark foiest 

Suck 

On ground by beehive 

Throw io dog at anthill 

S tiff 

In bandit lent in desert 

At temple tfaDr m desert 

Brass IkHtJe 

In temple in desert 

Give to witch, in chirk, forest 

Gold com 

In temple m desert 

Give to gypsy mart 

Old shoe 

In desert by skeleton 

Throw- ji cat chasing ui 

Magic amulet 

From fortune teller 

Magical protect mu from witch 

Tambourine 

Left behind from gypsies 

Wuh snake AN D with Dink 

Gold needle 

In haystack by arm 

Give to tailor for cloak 

Emerald punch 

In witch's house 

Throw emeralds to elf'eyes" 

Spinning wheel 

In u itch 's house 

Give to gnome for marionette 

S mail key 

In witch's buuv: 

Open t ree door in dark t'orcM 

Golden heart: 

In tree with small door 

Give TO woepmg willow tree 

Pair of shoes 

Fa urn el f 

Give to slluenaukt-i for I'laiimriLT 

Harp 

From weeping willow tree 

With Ice Queen AND haipies 

Marionette 

From gnomes 

Give to toymaicr for sled 


49 


50 








L{kc&rii>n i>f AO Objects 

Objects Where found Where used 



Points 














































iLK^li'Ki of All Objects 


Objects 

W here found 

Where used 

Hammer 

Front shoemaker 

Inn's cellar AND crystal cave 

Sled 

From toymakej 

S led across icy c rcvisse 

Cloak 

From tailor 

l Ne t[i keep warm in mountaiav 

Rope 

In inn's cellar 

Climb up ledge in mountain* 

Leg of lamb 

In inn\ kitchen 

Ear hail of it in mourn a ins 

Half kg of lamb 

Left alter eating half 

Give to hungry eagle 

Crystal 

In crystal cave 

kViih stone serpent gate 

Gold locket 

In roc’s nest 

Give to girl in wizard’* castte 

Iron bar 

On beach above hermit 

U se its pry open rusted grate 

Beeswax 

Left after honey is gone 

Use id fix llole in boat 

Fish hook 

On ledge of 1 larpy Island 

Get cheese in mouse hole in cell 

Conch shell 

On beat'll of Hurpy Island 

Give to hermit as hearing .lilL 

Second hsh 

On beach of Wizard Island 

Give to cat to distract him 

Dinks hairpin 

In labyrinth From Dink 

Use to unlock lahyrinth door 

Bag of peas 

In castle's pantry 

Throw dried peas at blue heiro 

Empty pea bug 

Lett after peas arc gone 

Use to H hag" the cat 

Moldy cheese 

In mousehole in cell 

l 'sc to start up strange machine 

SpetLs. 

From spell book 

l se in magic buttle with wizard 

Murdock \ wand 

From Mordack ■% bedroom 

Use with machine in laboratory 


Points 


How mid where earned 


Number of points 


Obtain fish in hum I tn towny . .. 

l-md silver coin or strecl in (own AFTER man fixing wagon leaves „ 

Hoy custard pic with silver coin . r .. , 

I hrou Jlnh at bear pawing at beehive to get him in leave . . . , 

Take honeycomb from hive AFTER making Friends v, ich bees 
Obtain stick from ground near beehive tree ....... 

Throw either stack OK shoe al dog paw mg at anthill. .... 

Drink water at an oasis in the desert i FIRST lime only) 

Discover the temple in the desert (FIRST tinie only). 

Hide behind rock and observe bandits opening (smpLe dour with staff. 
Discover bandits' tents in desert (FIRST lime only). .... 

Qblam staff hwn inside smaller tent in bandits' camp. .... 

Use stall to open temple door ............ 

Obtain brass book from inside tempie ......... 

Obtain gold com from inside temple 

Obtain old shoe from desert near skeleton ........ 

Give gold coin to gypsy man id see fortune teller.. ..... 

Obtain magic amulet from fortune teller ........ 

Find tambourine on ground alter gypsies Leave ...... 

Throw either shoe OR stick at cat chasing rat, thereby susing rat. 
Obtain gold needle l ram hay stack AFTER ants found tl for you , 
Enter dark forest (FIRST lime only! . T ,,,,,,, , 
Give the brass bottle to wiwh ui dark forest to get rid tit" Iter. . 

Obtain pouch of emeralds from inside witch's house . .... 

Obtain small spiniung wheel from inside witch s house.. . , . 

ON am small key from inside witch’s Lkouse ....... 

Unlock and open small dnxw in tree in dark forest wild small key 
Obtain golden bean from inside the small dour in the ute „. r . 
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5qu.Lv/if honey from honeycomb on ^nn-unci near “eyes" in dark, forest. 
ThrqwFrsi emeraW toward elf in dark fortsi ........ 

Throw second emerald toward elfin dark lonr.M 

Drop third emerald i in puddle of honey near Graham's feci) fur elf. 

Follow elf ihrough base of bee (FIRST time only). 

Obtain pan of ghosts from elf 4 , 

Give gokJen (win lo weeping willow rrcc ........ 

Obtain harp AFTER willow tree haw itimed into princess and left. . 
Give spinning wheel io grandfather gnome and receive marionette.. 
Give pair of shoes co shoemaker mid receive cobbler’s hammer . 

Gh c mariofvctlcloloy maker and receive sled ....... 

Give gold needle (o utilor and receive cloak. 

Obtain rope in the inns cellar AFTER rat has freed Graham from it 
Break lock on cellar door with cobbler % hammer , , 

Obtain leg of lamb from ihe inn's kitchen 

Shake tambourine a( snake to scare ii away ........ 

Throw rope to rock overhang in mountains to climb to upper ledge 
Jump on riieks, to cross frozen walcrt.ill f FIRST time only]. 

Wear c loak in mountains to keep warns 

Eal HALF of die leg of lamb iq combat hunger in mountain*,. . . 

Ride on sled to cross crevasse in mountains ........ 

Give other El AU ; of kg of lamb lo hungry eagle in mountains, 

□el captured by wolves and laken tn Ice Queen . , 

Play harp to ice Queen 10 soften her heart and make her nicer. 

Throw custard pic m yell's face to moke Inin fall over cliff . . . 

Use hammer to break off the piece of crystal m the crystal cave 
Get captured by die giant roe and taken to iis rtesl, ...... 

Obtain the golden locket from the roc's nest ........ 

O Inain i he inm bar fmn i the beach above 1 he berm n’s house. , . 

Fix (he hole in ihe boat with the beeswax ......... 

Discover Harpy Island in ihc wean (FIRST time ontyl. 
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Play the harp to the harpies lo get nd of them ..4 

Obtain the fishbosik from Harpy Island ............ 2 

Pick up wounded Cedric from l-Earpy Island .......... 4 

Obtain the conch shell from the heath on Harpy Island.. ..... + 2 

Give ihe conch shell to the henrnit to ti.se as a lieoring aid.. .4 

Land (or crash i on the beach of Mordack's island . ........ .3 

Obtain ihe fish on the bcich of MoiddCk’s island .> ....... ,2 

l the cry sial w nh (he stone !,etpents to get post (hem , ..5 

Use Lhc ((tin bar lo pry open the rusty grale outside castle,. ..... 4 

Play tambourine for Dink w ho grabs il excitedly and loses hairpin. ... 3 
Obtain Dink's hairpin fnpn labyrinth floor .......... 2 

Unlock labyrinth door wfth Dink's hairpin ........... 4 

Ohtain ihe bag of dried peas tn the pantry cupboard. ... 2 

Give ihe gold locket lit girl in the wizard’s kitchen ., ....... 4 

Gei captured by a blue heasi and thrown in cell i FIRST time only).. . . 2 

l se fishhook to obtain piece of cheese in mousehole in cell.. .... 4 

Throw the dried peas at (he blue bcasi to knock him nil ...... 4 

U sc empty pea hag to “bag" ibe cal after distracting him with fish , . . .2 

Read the spdIs in the spell hook in the library . ......... A 

Obtain Mordack's wand from bedroom when he's sleeping. ..3 

Place Mordack's wand on plaitcr 4»f the power-transfer machine. ... 4 
Race Crispin'iiwsid on pkticr of ihcpower-trjnsfet machine. . 4 

Pul ihe muddy piece of cheese in the madl ine io stud it ..5 

Use Crispin's reenergized wand io fight Mordack m magic battle . . . 4 

Choose the "liger" spell first in magic bank , „ * „ . , „ . 4 

Choose the “rahhi-t 1 " spell settird m magic batik ,, 4 

Choose the “mungoose” spell thinj in tnagic battle.. ....... 4 

Choose the “rajnvKxid H spdl fourth in mag is battle. , T . r , r . . 4 


Alt total 


260 
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